ENCOUNTER] 



ENCDONTER! 



by Paiil Wo^akaa 



Encounter © 1983 by Synapse Software 
Atari Is a registered trademark of Atari, Inc. 



LOADING ENCOUNTER ■■ 



Cassette 

Pull the release levei ^wve the keyboard towards you 1q open 
the cartridge door of the computer. If there are any cartridges In 
the tiotB, remove them and dose the cartridge door. 

Insert the program cassette into the cassette reco^ditr with the 
label side up. Press the play button on the caesttt^Tecorder until 
It locks m the down posillan Hold down the StaQjbutton on your 
computer and turn on the power switch. After gmt hear a tjwp 
trom your oomputsr, prau tha return k^. Thafragrom will toad 
in about four to five minutes. * 

Should you have any difllcully loading the program, rewind the 
tape all Ihe way lo the beginning and try to reload as descrllied 
above. If this falls, simply flip the casHtte over and try loading 
the rsverse side of the tape. The proinph lw» been recorded on 
both sides of the tape. 

n«k ^ 

Pull the release lever above th^Keytxwd towards you to open 
the cartridge door. If there art any cartrMgea In the akM, rMnova 
them and close Ihe cartrldgllloor. 

Turn on your disk drivs and wait for the busy light to go out. In- 
sert the ENCOUNTER program disk into the disk drive label sids 

up with the section towards the rear of ttie dWc drive. Closa ttia 
disk drive door and turn on Ihe power of your computer. The pro- 
gram will load In a.bout 30 seconds 

CMlrtde» jC' 

Pull tfie reteaMlwer above the keyboard towards you to open 
the cartiidge^£or of Ihe computer. It any other cartridges are 
present, remove them. Insert the encounter cartridge Into th9 
left ^ Mwl Me tonwds you and cloa4 the cartridge door. 



ENCOUNTER 



The planet grid Is aclivaled. As you roll forward over the 
planetary surface your ecanner picks up the opponent The fit* 
control grip feels cool In your harxJ, and you prepare for the A- 
tack that m jst inevitably come. It iS your time for the EncowHw, 

Object of the Game: 

Encountar Is a fast action game In ttiree dimenrions. You are 
looklrtg out the forward command window of an alien Seekaf, on- 
to* bUUeHelol, surrounded by an Instrument panel wMoh oom- 
HrfM k ica^r sdiwan and H«imirtg lli^ 

There are two adversaries, the first Is a flying saucer which 
shoots at the playei, the second is a drone which homes in on 
the player. There are 64 pylons on the field which the player can- 
not Mfurtnle, neither o«n hisehote. You can move fteely over 
the bMMMd, weMliw pyloni, and can Hiik at MIL 

The Dame proaraeaes throuon eight levels. Eaoh level displays a 
d ifferent IWKfeMpe and presents you with two new enemy aaucer 
attack atrateaiea. 

SauMr 

The first adversary Is a flying saucer which hovers above Ihf? 
ground. It moves randomly over ihH battieficiii fnintj ^ii you As 
you move Into higher levels the strategy and tiring patterns of the 
saucer increase In complexity. 

Tactics 

You are warned cl ihe saucer's (maeiioe by ayellow indicator on 
the instrument panel, A trace on the scanner screen shows the 
saucer's position. A blue light will flash when the saucer fires a 
shot, lis target is your position, and you should move diagonally, 
rwt directly, towards or away from the saucer to avoid being hit. 

The pylons on ttie baiilelieid can be used as protection against 
the saucer shots, which will t>ounce off them. You should be 
ewara that you carrbe shot from any anel^ indudlno from, 
behhid. todeslnv the sauoer, you must plaoe youieolf In such a 
posfdon that you can shoot at the aaucer end have dme to see 



and avoid the saucer's stiots. Including thoas that rray''B'>9<"Kl 
Irom pylons. You can also cnve diagoiuttytowanls ths suicOT tir- 
ing as the sights cross its position. 



Dront 

The second adversary Is a low-flying missile, which homes in on 
you and cannol be stopped by obstacles. Its pattern of movement 
becomes increasingly more complex as the game progfeasaB. tt 
aiwaya appears In a 180* arc In front of you an^ffro&i^'iHim 
menacing whtne wlifch tncrsaafls In pitch as If ^proa^m. 

TaoUe* 

Wtisn the drone warning Indicator tiashea, the best tactic Is to 
turn towards the position ahown on the radar screen, backing 
away at the same time. This gives mora time to see and destroy 
the missile. You should be wary of MfflhgotMtadea behind you 
as ihis will oauee a Mai drisy alkMm the missile to make con- 
tact. 

Level* 

Each level Is accessed through a gats which appears after all of 
the enemies have been destroyed. THe gate will appear on your 
radar aa a blip. Upon appr9Khlr>g tt you will see II as a blacit rec- 
tangular hole. You muat lln^ up and center on tha gate and than 

proceed through It. On passing through the gate you are pro- 
pelled at high speed to Ihe next level When the first gale ap- 
pears an extra shield is awarded, up to a m^iximuni ol 9 shields. 
If you tail to negotiate Ihe spheres you are returned to the last 
level and lose one shield. 

You may Jump to any level, that you have completed in the play 
session, piflwlno the conespondlnQ HI key whereupon you 
will hear « bt|pn0. Press ths tBTAirn kw to bet^n pl^r at that 
level. 

StMrtng 

The score line during play displays the score LI to L8 showing 
the current level reached in Ihe game. EOO to E25 shows ttie 
number of enemy remaining t>efore the gate is activated. SO to S9 
ehowa the number of ^leUs 1^ 



Them are 17 dlflsrwil enemy styles whidi score betwasn 100 and 
teoO points wtrni hit Each score is also multli^led by tils' game 
level. 

Contrdt 

[Option] selects Novice, Advanced, or Expeil difficulty mode. 

When In «e)f play mode, [System Reset) or [Start] may t>e pressed 
to return to Itw front panel. The game may be suuied by preesing 
the purg Key or by pfeesing and releasing the )oystl<d( Are but 

Ion. 

The game may be paused by pressing the (spaoe bail moving the 
ioystick In any direction resumes the game. 

Notes 

other points to note are that, due to a peculiarity ol the way the 
scanner is written to the screen, small movements of the joystick 
will produce two alternate radar traces on opposite sides of the 
scanner screen. You must move towards either one wtwreupon 
the other will disappear. If the scanner screen Is blank, the player 
should drive until the trace shows Ihe saucer Is within range. 

II you are too close to a pylon when tiring, your shot will rebound 
too quickly to be seen. It cannot hit you because you are pro- 
tected from your own shots. 

May you be victorious on the grid! 



MainBaMatleM Numbwtri 




, «|iot Warning 

ENCOUNTERI 



8iMiK Automilloally Iq^pwn MKh lln!»tbci|nmv h shot. 
attm IndloatBS flw aje* ttopllvH^ «bt Mil Mt 
ElnM» Warning: Fla^ to abowB nM^hi !■ <tMclns< 
Sauctor Warning: Q^ows to Indicate a saiicer Is brt Wt blW^Ma. 

Shot Warning: Flashes Ic show saucer has hred. 
Scannen Shows position of enemy cratt. 
Cross Main Player position. 
[L]evel 1 through 8. 

[S]hield: Four at first, losing one with each hit; If pl^r scores 
enough he then acquires more to a maxbnum Of nkw. 

I^nenriaa: HtMbmol enamlss left until transition. 



WARRANTY 



SYNAPSE SOFTWARE warranls to Ihe origmal consumer/purchMer 
thai mis SYNAPSE SOFTWARE program cassette/diskette (nol Includll^} 
the computer programs) shall be tree trom any detects in material or 
workmartship for a period of 90 days from the dale ol purchase, II a 
delect is discovered during tills 90 day waranty period, and you have 
tlrr»ly validated this warranty, SYNAPSE SOFTWARE will repair or 
replace the cassette at SYNAPSE SOFTWARE'S Option, provided the 
oassett« and prool of purchaw Is dalivarMj or mailed, poat^e prepaid, 
to SYNAPSE SOFTVfAH£. 

This warranty ehall not eppty If the ceeeette (1) hee been inleueed 
thowa signs of exoeMlve wear, G9 has been demaDed by playback Wju^ 
nwnt, or It the pwohasar cawee or perm Its Ihe oaeaetteio be aeMO- 
ad or modlllad by anyone othar than SYNAPSE SWTYIMtE. Any ap- 
pllcabta hnpllad warrantiaa, including wanantlaa 0( mamhantabllHy end 
fitnesa, are hereby imtned loM daya from the daleof purohua.Conaa- 
quentlal or Inoidemal damages resuiimg from a breKli ol any appKoabla 
mpress or hnplled nwranliss are hereby excluded. 

NOTICE 

Att SYNAPSE SOFTWARE computer programs are distrlDkiiea on an 
"as IB" basis without warranty o' any kind. Tne entire risk as to itie quali- 
ty and pcrlorftiarico ol su^^li p^jr^m:. is v/ilh Ih" !;iirciiaser Should the 
programs O'ovi^ doloclJvc tolloiving Ihfir puruhaM>. ihn purchaKer and not 
the manufaclurer, distributor, or retailor assun-os Ihc cntirn cost ol all 
necessary servicing or repair. 

SYNAPSE SOFTWARE shall have no liabilily or responsibility to a pur- 
chaser, customer or any other person or entity willi le^peci io dny liabili- 
1/, loss or damage caused or alleged 1o be caused diieclly or indirectly 
by computer programs sold through SYNAPSE SOFTWARE. This Includss 
but Is not limited to any Interruption of seivtol^ loaaal buahMaaorw- 
tlclpalory profits or consequential damagM faauRIng Item the uaaor 
operation of such computer programs. 

Tt>e pnjvlslons of ttie foregoing warranty are subject to the laws of the 
State In which ttw caesetta Is purchased. Such laws may broaden the 
warranty pioieotion anliaUetoibapuralMMrof thaoaaaatttt. 



ENCOUNTERi 

IWgwA** 4ep|f 40eW0O«L swIm wM 3» dM or TW 

in|t wpTfd very similar to our own a battle Is about to bsgln. The 
battle la not between Inhabttanta of tMa deserted little pranet, for 
there Is no Intelligent life hare. Nor, is the battle to capture this 
woebegotlen piece or real SStotB. 

This planet Is a test! A challenge conceived t>y a race of beings 
orginating untold Olllions ot light years away from this world. 

Built as a training enclave for the greatest warriors of this forgot- 
ten race, It has stood imdistuitied since betora the Earth was 
Afsaied. And now, for the firat time In a Mllion years, tlw combat 
grid Is activated, nepore yoursoH Earthllng. It is your turn for the 
Encountarl™ 
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